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THE HAMMER FILMS 


The 1958 Hammer film Dracula/Horror of Dracula 
launched a decades spanning franchise of Dracula movies, 
so that's a lot of Dracula getting resurrected and launching 
a new story, so that’s also great place to look for sequels to 
Curse of Strahd. These ideas are all using that first 1958 
Dracula movie as “Curse of Strahd.” The franchise does 
for the most part have an ongoing continuity, but each 
one (more or less) opens with Dracula being resurrected, 
which means you can take any of them as the premise for 
a return of Strahd/sequel to CoS if you are willing to fudge 
details like locations. 


Hammer films work especially well because most of them 
kept the basic Dracula plot framework of having one 

or more heroes that notice things are wrong and begin 
investigating/fighting the forces of darkness, so there’s an 
easy narrative spot for your PCs. The films also usually 
have one section following the victims of the vampire 
(that’s where you get the good horror scenes). Adapting 
them (in my opinion) is going to involve cutting those 
parts and focusing on the “hero scenes,” having the “victim 
scenes” happen off camera. 


Also, a lot of the specific plot and NPC details will depend 
on the details of your specific CoS campaign. If your PCs 
killed all the CoS vampire NPCs, then “Bride is Strahd” 
won't work as well. If they didn’t kill all the Brides, 

and that was an unresolved plot thread, it could make a 
perfect sequel. 


In terms of setting, I think the easiest is to have the 
default “village in the shadow of the castle” be the village 
of Barovia, and “the big city” be Vallaki, but adapt the 
locations however you want. You can also rule that 

with Strahd’s death, Barovia opened its borders to other 
domains or even other realms to adapt the setting as much 
as you like. This is especially necessary to have plausible 
“unknowing travelers” NPCs like in "Dracula: Prince of 
Darkness. " 


"BRIDES OF DRACULA" 1960 


“A young teacher on her way to a position in 
Transylvania helps a young man escape the 

shackles his mother has put on him. In so doing she 
innocently unleashes the horrors of the undead 
once again on the populace, including those at her 
school for ladies. Luckily for some, Dr Van Helsing is 
already on his way."— Jeremy Perkins {J-26} IMDB 
https://www.imdb.com/title/tt005367 


"BRIDES OF STRAHD" 

Basic premise: a vampire minion of Strahd survived and is 
being chained up by a loved one who refuses to kill them. 
The vampire deceives an innocent youth into freeing 
them, and begins feeding on the population. 


As mentioned, this is a great sequel if you have any 
surviving vampire NPC from CoS. I would have the PCs 
find the naive youth wandering in the woods and bring 
her to town, with fuzzy memories of freeing the vampire. 
Shortly after, when the vampire killings begin with an 
element of relationship melodrama among the vampires 
and their victims. In the original movie the killing is 
centered around the girls boarding school. This could be 
an element you introduce in the setting, or you can adapt 
it to the Mandymod St Andral’s orphanage addition in 
Vallaki, especially if you've already established that as part 
of your Barovia setting. 


The movie also has a strong emotional core of the mother’s 
guilt for helping/succoring her vampiric offspring, so this 
could be a great adaptation of the Doru story (if that was 
unresolved in your game), definitely figure out some NPC 
who could have been sheltering/imprisoning the vampire. 
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"DRACULA: PRINCE OF DARKNESS" 1966 
Dracula: Prince of Darkness 1966 


Two couples traveling in eastern Europe decide 

to visit Karlsbad despite dire local warnings. Left 
outside the village by a coachman terrified at the 
approach of night, they find themselves in the local 
castle and are surprised at the hospitality extended 
by the sinister Klove. It turns out the owner, Count 
Dracula, dead for ten years, has been hoping for such 
a visit.— Jeremy Perkins {J-26} https://www.imdb. 
com/title/tt0059127/ 


STRAHD: PRINCE OF DARKNESS. 

Basic Premise: a group of unwitting travelers journeying 
through Barovia took shelter in Castle Ravenloft, where 
one of them was sacrificed by Strahd’s servant to resurrect 
the count. Strahd turned one of the travelers into his first 
new vampire spawn, while the surviving travelers flee, 
seeking help from a priest they befriended who takes them 
to the protection of a nearby abbey. 


I don't see any group of PCs agreeing to stay overnight 
in the spooky castle, so I suggest having the PCs play 

the “Father Sandor” role. They are in Barovia on some 
business, and meet an outlander party that insists on 
traveling by the supposedly dormant Castle Ravenloft, 
who the PCs later encounter again and protect from 

the newly risen Strahd. Perhaps Strahd is stalking the 
surviving travelers for personal reasons, or perhaps all 
their specific blood is needed to complete his rejuvenation 
ceremony. The Abbey in Krezk could serve as the abbey 
they retreat in the movie, or you could take them to any 
of the churches in Barovia (or even the Blue Water Inn) 
as long as you have a group in that church which could 
include a traitor/former thrall of Strahd’s who can allow 
him in and bring the travelers to him. Dracula’s faithful 
servant Klove drives the main plot. Rahadin is the best 
choice for that role, but if he’s unavailable to be in your 
game then you have a number of potential servants of 
Strahd to play that role. 
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"DRACULA Has RISEN FROM THE 
Grave" 1968 


When his castle is exorcised, Dracula plots his 
revenge against the Monsignor who performed the 
rites by attempting to make the holy man's young 
niece his bride.—<joet@omni.voicenet.com> https:// 
www.imdb.com/title/tt0062909/ 


STRAHD Has RISEN FROM THE GRAVE. 

Basic premise: a cleric tries an exorcism ritual on castle 
Ravenloft, seeking to free the village from its malign 
shadow. It backfires and resurrects Strahd, but he is barred 
from the castle. He enthralls some new minions and 
follows the cleric home, seeking revenge by corrupting and 
turning the cleric’s loved one. 


The PC could play the role of the cleric (although PCs 
might not want to do an exorcism of Castle Ravenloft), or 
they could be hired to escort the cleric to the castle and on 
returning “home” could play witness to the growing threat 
to the cleric’s family. They could also play the “Paul” role, a 
friend of the cleric’s family who is pulled into this conflict 
to protect that family. You can have a wonderful climax as 
the cleric’s death clears out the exorcism and the PCs chase 
Strahd as he races back to the castle with his captive. 


"TASTE THE BLOOD OF Dracuta" 1970 


Three middle-aged distinguished gentlemen are 
searching for some excitement in their boring 
bourgeois lives and get in contact with one of 
Count Dracula's servants, Lord Courtley. In a 
nightly ceremony, they restore the count to life. 
However, the three men killed Courtley and, in 
revenge, the count ensures that the gentlemen 
are killed one by one by their own children.— 
Mattias Thuresson https://www.imdb.com/title/ 
tt0065073/?ref_=nv_sr_srsg_0 


TASTE THE BLOOD OF STRAHD 

Basic premise: Someone saved the powdered remains of 
Strahd after his defeat in CoS, and they have sold that 
powder to an infernalist, who mixes it into an elixir and 
drinks it, resurrecting Strahd. The infernalist has recruited 
a group of wealthy hedonistic nobles who dabble in the 
black arts for kicks, but panic and flee at contact with true 
evil. The resurrected count seeks revenge. The PCs can 
come into contact with the soon-to-be-murdered decadent 
Aristocrats for another reason, or the PCs could know the 
children who Strahd manipulates to take revenge. 


This is my favorite Hammer Dracula resurrection premise, 
and could slot very well into pre-existing NPCs in your 
game. The infernalist circle could be the remains of Lady 
Wachter’s Book club, the occultist who raises Strahd could 
be Victor Vallakovich, you could use Stella and Victor 

as the Strahd-influenced children who kill their parents, 
you could have some NPCs friends of the party as those 
children, just so many options. 


"Scars OF DracuLa" 1970 


A young man, Paul Carlson, is on a trip and spends 
the night at Count Dracula's castle. He is murdered. 
After some time has passed, the young man's brother 
Simon comes to the small town where all the traces 
end to look for him.—Mattias Thuresson https:// 
www.imdb.com/title/tt0067713/?ref_=nv_sr_srsg_0 


SCARS OF STRAHD. 

Basic Premise: Strahd is brought back to life by one of his 
minions. A libertine wastrel of a young man, trying to 
escape the authorities, takes refuge in castle Ravenloft. 
The PCs are sent to find him, and get tangled up 

with Strahd. 


This is one of the least useful films, as the resurrection is 
handwaved and it's a pretty standard Dracula story. There 
are some very useful scenes and set pieces, however. The 
PCs coming upon the villagers burning the castle and then 
the wave of vampire bats that descend on the village is a 
great horror set piece, and the crypts under the burned 
rubble of the castle are a good setting. You could also get 
some dramatic tension between the falling out of Strahd 
and the Klove/servant character, especially if the servant is 
a pre existing NPC from your CoS 

adventure. 


"Dracus AD 1972" (1972) 


In London 1872 - the final battle between Lawrence 
van Helsing and Count Dracula on top of a coach 
results in Dracula dying from a stake made from the 
remains of a wooden wheel. Lawrence dies from his 
wounds and, as he is buried, a servant of Dracula 
buries the remains of the stake by the grave and 
keeps a bottle of Dracula's ashes and the ring. One 
hundred years later, the colourful 1972, Johnny, 

the great-grandson of the servant joins up with a 
"group" containing Jessica, the grand-daughter of 
the present vampire hunter, Abraham van Helsing 
and with their unknowing help resurrect Dracula 
in the 20th Century who is determined to destroy 
the house of Van Helsing, but who can believe 

that The king of the Vampires really exists and 

is alive - in 20th Century London?—Lee Horton 
<Leeh@tcp.co.uk> https://www.imdb.com/title/ 
tt0068505/?ref_=nv_sr_srsg_0 


STRAHD 835. 

Basic Premise: This is the first of Hammer’s attempts to 
bring Dracula in the modern world, and it’s not a great 
movie but it’s a fantastic premise for incorporating Strahd 
into a more “modern” setting, 100 years after Curse of 
Strahd. You can use Ebberron and put Barvoia as the 
distant past of part of that world, or you can use Barovia 
and just advance the timeline to more steampunk/ 
victorian aesthetic- trains, clockwork, gaslights. There 
are plenty of more steampunk 5e rule sets and settings 
you could borrow from for your “future Barovia” and I 
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love the idea of revisiting Barvoia, Vallaki, and Krezk as 
smoky industrial megacities. You can have a cult of Strahd 
worshippers waiting for the stars to be right to revive 

him (potentially led by any of Strahd’s servants), and with 
the PCs or their friendly NPCs can be the descendents of 
the original PCs who killed him and are necessary for the 
ritual (which could be a lot of fun for your group). Part of 
the story of the movie is the new technology playing a role 
in vampire slaying (a shower counting as running water to 
slay a vampire spawn) so encourage your players to have 
fun with that. 


"SATANIC RITES OF Dracula" (1973) 


This is the eighth film in Hammer's Dracula series, 
and the seventh and final one to feature Christopher 
Lee as Dracula and the fourth one with Peter 
Cushing as Van Helsing. This film takes place two 
years after the events of the previous one. A large 
headquarter owned by a reclusive personality 

has been built upon the cemetery where Dracula 
died in the previous film. Van Helsing is once 
more approached by the Secret Service after one 
of their officer gets hold of information regarding 
elite personalities performing satanic rituals in a 
mansion located on the outskirts.—Fella_shibby@ 
yahoo.com https://www.imdb.com/title/ 
tt0070634/?ref_=nv_sr_srsg_0 


INFERNAL RITES OF STRAHD 

Basic Premise: The PCs are put on the trail of a cult of 
powerful and influential Infernalists who are developing 
a weapon of global destruction, ostensibly to force the 
nations of the world to make peace. Their leader is 
actually a resurrected Strahd, who is planning to end the 
world and thus his tormented existence. 


This is another great “steampunk setting” Strahd 
resurrection adventure, and one that works best with a 
pre-established political order and power structure (so, this 
is the one I would do with Ebberron). This is also the best 
set up for a surprise Strahd reveal, and the idea of Strahd 

as a powerful behind the scene mover and shaker who has 
already been working his plan in the setting. One of the 
best scenes is Van Helsing approaching Dracula’s sinister 
office building, and to me a skyscraper Castle Ravenloft is 
an irresistible set piece. 
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"THE LEGEND OF THE 7 GOLDEN 
VAMPIRES" (1974) 


Count Dracula journeys to a remote Chinese village 
in the guise of a warlord to support six vampires 
who are dispirited after the loss of a seventh member 
of their cult. At the same time, vampire hunter Prof. 
Van Helsing happens to be lecturing in the country 
and is persuaded by villagers to help them fight this 
curse of the ages.— Jeremy Perkins {J-26} https:// 
www.imdb.com/title/tt0070297/?ref_=nv_sr_srsg_0 


THE LEGEND OF THE 7 GOLDEN VAMPIRE SPAWN 

Basic Premise: The PCs are approached to help a village 
being attacked by vampires and their undead servants. 
The PCs have to help the villagers fight off the vampires, 
then track them to their temple, in a race to rescue a 
significant NPC. At the temple, the lead vampire is 
revealed to be Strahd. 


This is an extremely odd movie, but one of the best to 
adapt for a Curse of Strahd sequel. You have a strong 
“seven samurai-style” story with a great Strahd reveal to 
spring on your players. The core idea of the movie, that 
Dracula possessed the body of another vampire and used 
that to travel to China, works as both a resurrection of 
Strahd story and as a Strahd-outside-Barovia story. If you 
want to keep the kung fu movie flavor you can set it in an 
obscure village in I’Cath or another china-inspired setting 
or you can transfer the basic plot to any setting. 


OTHER WORKS: 


If you enjoyed my ideas for adapting these movies, you 
might enjoy my podcast "Wonderful World of Darklords". 
It's a monthly podcast where my wife and I adapt a 

Disney movie into a Ravenloft Domain of Dread. You 

can find it at 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


For more "adapted media into horror gaming." I’ve 
adapted 1980 “The Fog” for three adventure settings. 
Something in the Fog is setting neutral, Fog Over 
Saltmarsh for Ghosts of Saltmarsh and Fog over Barovia 
for Curse of Strahd. 


https://www.dmsguild.com/product/387249/Something- 
in-the-Fog?affiliate_id=241770 


https://www.dmsguild.com/product/359994/Fog-over- 
Saltmarsh?view_as_pub=1 


https://www.dmsguild.com/product/359997/Fog-Over- 
Barovia?view_as_pub=1 


Speaking of John Carpenter, I also adapted the original 
1978 "Halloween" for two settings. "You Can't Kill the 
Boogeyman” is setting neutral and "Barovian Boogeyman" 
is for Curse of Strahd. 


https://www.dmsguild.com/product/385363/You-Cant- 
Kill-the-Boogeyman?affiliate_id=241770 


https://www.dmsguild.com/product/385365/Barovian- 
Boogeyman/?affiliate_id=241770 


If you're the kind of person running spooky adventures, 
and you know kids, there’s a good chance you're in the 
market for Halloween and spooky stuff that’s kid friendly. 
Id like to pitch Rachel’s amazing Halloween Mother 
Goose book. 


https://www.amazon.com/Mother-Ghost-Nursery- 
Rhymes-Monsters/dp/1585363928/ 


For more D and D specific spooky kids stuff, Rachel and I 
wrote a guide to children’s horror games. We go through 
each of the “Genres of Horror” from Van Richten’s Guide 
to Ravenloft and discuss how to adapt them for young 
players. We look at examples of each genre from books, 
shows, or movies of children’s horror, and then discuss 
adapting a couple famous children’s horror stories into D 
and D adventures. This is going to very useful for running 
any of these Disney Ravenloft adventures for kids. 


https://www.dmsguild.com/product/369751/Ravenloft- 
Gives-Me-Goosebumps-Genres-of-Horror 


On the topic of kid’s horror, I did a guide to running a 
more young player friendly version of Curse of Strahd 


with guidelines on horror-themed games for young players 


(ages 8-12) called “Strahd gives me Goosebumps.” It can 


be useful for running with adults if you have some players 
who are not comfortable with all the child murder. 


https://www.dmsguild.com/product/348639/Strahd- 
Gives-Me-Goosebumps?view_as_pub=1 


Speaking of Curse of Strahd I've also got a re-write of 
Death House for Curse of Strahd on the DMs guild. 

It’s made to be a better introduction for new players. 

It’s a totally new, tighter, less lethal ghost story (the 
chambermaid is the stepmother is the murderer is the 
boss ghost, no cult, no dungeon) with ghost PC rules and 
resurrection at the end. 


https:// www.dmsguild.com/product/311769/Another- 
Death-Another-House 


Happy Gaming! 
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